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SAFETY INFORMATION 

.■\bout Photoscnsttivi; SclKurt's 

A vcrv fiTTiJi piirccnt.ijje of people m.iv expiTimcc i seizure when exposetl ic certain visual 

imJ^*s, mclL^dJnj^ fi^iahinj; lij^hls or pjllems Ihiit mty appear in \idc(j jTiimcs, Vven pcopW 
who have no history of seizures or epilepsy may ha^v an undiagnosed condition thai can 
cause these 'photosensitive epileptic seizures' while watchtng vfdeo j;amefi* 

Ttiese seizures may hjve i variety of svntploms, Includinf; lf;:;hth^-aJednes';, altered vision, 
eye or face ^^■ltcHinJ5, ferldnj; or shaking ai arms or legs, dtsortenlalion, confusion, or 
momenlaiy loss of •-iwaceiKss. Selmn» may also cause loss of cimsclousnesi or 
convulsions that can lead to Injury from falling; down or striking nearly obledH. 

Immedl.itelv !;top plaving .ind consult a doctor if you experience any ol these ^vntptontf^, 
PafenL's should kt'alch lor « aA their children .ibout the ahove symptoms — chddren artd 
teenagers are more Ipkelv than adutUi ty experience these seizures, 

Tlie rwk ol phctosettslltt'e epileptic seizures may be reduced hy stttJng farther (rom the 
televlslcm screen, uswg a smaller televtslon screen, ^ilaylng m a \vefi-llt nxim, and not 
playing when you are drowsy or faUgued. 

if you or any of your relatives have a history oi seizures or epilepsy, consult a doctor 
before plavlng. 

Other Important Health and Saloty Intcrmallon 

The Xhox Instruction Manual contains important health and safely Infomration that you 
should read and understand before using this soft^vare. 

Avoid Damage to Your Teift'lsfon 

Do not use with certain tetevlstons. Some televisions, especially front- or rear- projection 
types, can be damaged if any video games, including xbox games, are played on them. 
Static Images presented djmg the normal course of j;ame play may -hum m" lo the 
screen, causing a permanent shadoiv of the static Image to appear at all limes, even v,+ien 
video games are not helnj] plaved. Similar damage may occur from static image_s created 
ft'hen placing a video gamt on hold or pause. Consjtt vour television owner's manual to 
determine if video games tan be played safely on vour set if you are unable to find this 
mformation In the ijuners manual, contact your televlslcm dealer or the manUacturer to 
determine if I'lJeo games can be played safely on ycur set. 

Unauttiorlied copying, reverse engmecrtig, transmission, public performance, rental, pay 
for play, ot circumvention of copy protection Is stnrtly prohibited. 
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USING THE XBOX VIDEO GAME 
SYSTEM 




Disc Irjv ' 



Ffect hirtlcn 




Ci3ntTCi3!er pijrt I 

ConlroUcr f>(M 2 



Ck"'ntrk.iii»:r port ^ 
CimtrvJJor port 3 

). Set up your Xbtw" vicco gamt- system by foibwing the mstnictkms in the Xbox 
Inriruclimi Manual . 

:;. Press Ihi! power button and the sLUus tndte.it4>r llfjbt wall light up. 

.1, Press the eject buttcn and the disc tray mil open. 

^, Place the Dungeons Ik Dragtms* Her<ws"djsc on the dL<;c tray ™th the bhel facing ufi 
and close the disc tray. 

5. Follow the on-screen Instructions and refer to this manual fer more fnfontiatton aliout 
playfng Dungeons Ik Dragons ' Heroes" 

Avoiding D.image to Discs or the i-lfsc drive 
To avotd damage lo discs jr the dLsc dnw: 

• Insert cmiv xbox-compatible discs Into the dtec drive. 

• Never use oddly shaped discs, such as star-shaped or heart-shaped discs, 

' [>o not leave a disc \n the Xhox console !or extended periods when not In use, 

• Do not move the xhox comwle while the power Is on and a disc Is tnserled, 
Dl' nc^ '"^Pply laheU, stackers, ct (rthcr lorelgn obtceta to discs- 
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USING THE XBOX CONTROLLER 



ExpanjUcn dcM A 



^ 



Left Inggi 



r.^;p:itislcn slel fl 



Rt^l lrlj;jp:r 




Ohulten 
O Hulten 

© i'UlttMl 
kirtt^m 



tel't Ihuriislkt 
BACK huliOT 

START butlKl — i~^ 
Dlrectii^pad 



t- Connect llie ^tvJK C(Jntroller to any centrclljr pt>rt (."n the front of the xbun console. 

For multiple players, connect additional xbox controllers to available controller port.i. 
3. Insert any expimston devices (for example. Xbcx Memory Units) Into controller 

expansion slots as appropriate. 
S. Folldv the on-screen Instructions afd reler lo thfs manuiil for more Infomtallcn about 

usln^ the Xbox Controller to plav Dungeons & Dragons' Hcnxs^, 



CONTROLS 

MENU CONTROLS 



t\cnoN 


CONTKUL 


Chiin^e Mfnii Selection 


left !liuii;bsttek nr directlcrrval pad 


Confirm MenL Selection 


O button or START button 


PreMous McniiFxit 


@ button or RACK button 


Exit Game Options Menu & Save Chi^nsefi 


START button 


Fxtl Game Options Menu & Eto Not Save Charvges 


@ button or BACK button 


skip CuLscenes 


® bLTtton or START button or 
BACK button 
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GAMF CONTROLS 




Mowmv»nl 




ieli thuRiiiiitici: 


Melee Combo 




O button 


Power Mm-e 1 




O button 


Power Mow 2 




O button 


Item 




® Wton 


Block 




k'li trigger 


Heailng PoUoti 




white button 


Mystical Will Potion 




Blacif button 


Automap 




right thumbstick button 


Display Action Menu fdl and hold 




right trigger 


change Ntoves, Items, or Gems 
(ulifi Adjon Menu opcn^ 




Select: directional pad or 

rii^t thumbstick up.'jLnni 
change: directional pjj or 
right thumbsticii IcH/risht 


Rotiite;ZocTO Camera 




right thumbstlck 


Dispbv Hero Reviw scrcm 




BACK button 


Pause/Came Options Monu 




STAKT button 


HERO REVIEW SCREEN CONTROLS 


L^LTION CONTTROL 1 


Select Menu 

Ll'.i^iplbmiftlevel U p/Slati tJuesl&'Quests 


t llcmsl 


lett tnumhstick or directions! 

pad lett-'rij^hl 


Scroll/Select 




lett thumhstick or iirectional 

pad up/down 


Use,T(;u(p/'5elect 




liultLin or START button 


ISack 




© liuttm Of BACK button 


Drop item 




©button 


Give item (Cooperative node! 




Q button 


Kxit Hero Rev'li'w screm 




BACK bimoti 
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SHOPPE SCRI-FN CONTROLS 




KCTION' 


CONTROL 


Selec! itijv Menu 
^HAntTOurAVe.ipon/ltem) 


left tiiuiili<;tii;k or 
directional pad lefl-'rtj^t 


Select (lem 


left th^xibstick or directional 

[»jd u]>down 


liLlcli 


@ huttcn Of BACK butlCTT 


Toggle fiuV'Scll screen 


©button 


Buv/Selt rtem 


O button Of START button 


join ijueue [Cooperative modci 


BACK button 


I'M Shoppe fcrecn 


@ button or BACK button 



SAVING & LOADING 

To Siive a DUNGFONS & DRAGONS ' Heroes" game to tout Xbox" hard disk, locate 
an in-game saiu point, or select Save Came ftom tbc Came Opttjns menu. Highltgbt a 
game slot and press the O button to select. Press tfie Q buttor again to save (see page 
Ifc. "Save Came Menu'l. 

To load an existing same, select Load Game from the Mam Menu or the Came Options 
Menu. HIghltelil a saved game slot and pies.1 the ^ button to select. Highligbl the 
desired Hero and press the O button to load that Hera isee page 15, "Load screen"). 
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WELCOME TO 

DUNGEONS & DRAGONS® HEROES™ 

PROLOGUE 

The DUNiJlONS & DRAGONS ■ i'laviT's Handliwk. DUNGEON MASTTR'S Guldt-. and 
MtjnsliT N-Uinual .ire l!n- uhlmale (;ijjclcs lo DUNGFONS fl DRAGONS ' and the 
LlUNGtONS & DRAGONS ' H«rv'c-s" espiTicni;.; Using thise hooks and vuui 
Im.iglnati™, you and your (rtonJs cm emliniM your heroK- advcnlur«i hcvCTd Caslfe 
Baele All of lh«e tlllcs are puhllshcd by Wdaids cf the Coast, Inc., and art; jvalLihli! at 
loot; and ^me stores evtrry^^'here. Lcjnn metre al \s■^^'^v.^^1za^ds,com/df>d- 



ATARi (MTTZRACnVE DOES NOT CONTROL, AND DISCLAIMS ANY 

RI:SPONSIBILlPr' OR LIABILITY FOR. JUT: FUNCTIONING ANLl 

PERFORMANCF OF THIRD-PARTS' \VEB SITl-S AND ANY CONTENT 

ON OR AVAJLABLE THROUGH THIRD-PARTY WEB SITES, 
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THE STORY SO FAR 

One hunJriL'J jjitl tiltv VtMts ^jjo, J new nnd grtmlni^ LinrkrtiSfl descended uptm the 
pt*JCtfful bnd uf Eaete, llie wty.ird K:3t!din had i^ptTurd tjur porlaLi, each leading (c n 
dlli^renl ptane erf existence, and harnessed the ptjwer of the pbnts to create four dltierenl 
G(.^m5, each as sinmj; as the pLme ihitt bore it. He then created 3 fifth Gem lo channel 
ih* pcwer of dx' wtnvi IL-ielf *ind enLi^sled ft to a fearsome behotder ^^-ho protects it t(3 
thte day. 

Wtth these Gemfi, he became more pow-erfii - and more matev'olent - than any wizard 
«ver Iffuwn. Town filter to^ti ft?!! in his v.nki, and the future ivas uncflrtain at hi?st. Fearinjj 
\ls ii(!miiw. the Klngdi?m of Bank called lor IL^; K?itt and brighter, and fcur braw sods 
anpwcTi'd thv Ciitl. 

ih^y travelled to K^iedtn's ca^^e, conWtted the wtzmd, and ^j^fiinst afi oddsr they 
defeated htm. But tn the scconcEs before he died, Kaedm cast a spel! to kiEl them all. 

With his death, tbe gratefu! crtliens cf &ae[e tcTe down Ksedln's cnst!e. The Gems were 
hirnished to the pLineft and the entrance to the portals w-as fiealed trapping the Beholder 
wtthln, A new castle was built on top of the remains, the pref^enl day Castle Baele. 

Mcanv-'hiie, the four Heroes were ^"en j champicm's burial, and Kaedln's Tentains wew 
tossed in an unmarked crypt. . , 

One hundred and fifty years laier, a group of evil clerics sought to channel the dead 
wizard's power as their own, but the power thev hoped to control ^uicklv kitted them ail. 

r^ow Kacdin is alive once more, and his Lastie has reformed, magicaljy suspended in the 
sky high above Baele. A darkness brews In l^e winds around It, snd Baele's troubled elders 
recount stories Irom long ago, u-hen town after town w-as destroyed, and the Gems" po\^i!rs 
terrified them dl. 

The four Heroes who defeated Kaedin arc once again called forth. They are weak and haw 
lost nearly all their former pLwer, but ihilr courage all! sec ihent ihrough as th^y fight to 
regain all they have los?t and become Heroes once agatnf 
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THE FIGHTER 

t'.ir nfrth cil Bade across the Nelsanslm Sea, a 
wung fljjfilcr lost hlf! faUier Ui tieatli In battle on 
the isknd of Axton. 

He would hear the tale v.<\ih thanks for years lu 
comcf how h(s father haii i»n^a^'J a flerci.' 
nighlwalker, and holding II at hay, allmvcj ,14 
warriors to escape safely Into the night, losing his 
own life in the effort. Tlie gratitude of the sunfrors 
and their families made a great inifiresslon upon 
the hoy, and deeply rooted his c Linnet ion that evil 
must be stopped at all costs, even If that cost Ls 
life itsrff. 

Taltjng one of hfs father's pnzetl swords, he set 

out lor the Kingdom of Liaete II? train wilh Its reno^viu'd Arnied C^ard, but jt ',tOu;d he 
many years before be arTri^*d. Barely a wetfk away Ironr home, be was a.sked to tuijn a 
group of ctven adventurers. Knowing their cause to be good and their need for help to he 
great, he readily agreed to accompany tbcra. 

■rfie eb'cs were to be the first In a long tow of people scekttig bis assistance, none of n'iiorti 
he could bear to turn away. Fighting alongside dwjrves, halfllnss, ehmi. arvd gnomes, he 
watched and learned, and driven hy a deep devotion, he perfected the art of melee 
combat and became a disciplined shot wrth thrown weapons. As the years passed, ht' 
became the land's toughest, fastest, and most revered fighter, and some said that his skiH 
ivlth a sword approached magic. 

When at last he arrived m Baele, nearly nine yuan after he left his home, his sM was 

beyond those that he had hoped to learn fri?m. yet his timing could not have been better, 
Baele needed heroes to defeat a wizard bent on the Kingdom s destruction, ^word In 
hard, he stood ready. 

Now. raised from the dcaJ over \M yean later, he wlH be a Hero again. 



/ THE WIZARD 
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Sh-e hiid been nMsccI in ikiclc. the diiLii^frtcT t?f two 
gCTxl otvcrt \vlz,TcL*i, Like her p-iriTiLfi:, she w^^ LmlneJ 
ixith her !^fi hti e\vn nwre iiiiq-it with her rrof^c, snA 
she rciiiJity JccCTrrpanied those seektng adventure. 

NalurslK, sh«? fiad heard of the wizard Kiicdtn. Any 
wd^Ard vMo w»is any wizard had heard oJ him. He 
Wit<, a rcciusc, bKn\Ti to he arrong the irust 
fH?werfuE In the Limi nmi hnd anyone asked her, j^he 
might have even conceded that she once lon^d to 
he like him, to wuM such powertui moj^iK . But thai 
was heforc KaeJln showed \hc darWss ot his heart. 

^ome In h*?r guid d^cEart^d him mad, others thouf^t 

of him as a s^«dy Intedoper, but ncr one expected 

hira lo hecomtf sutri^ht blfodthirf?ty. In the midst of an crthemlM pe.ii:clLit Jav, he t jrnc 

di:<vm Irom htj; taf^tle and destroyeci a rveaihy 'liHage, and k^ tls h*;^*^, hv laid wsffte 

to another. 

The ckvics of Pclor feared for DaeEe and ^thercd all the Kingdom's casters before them. 
WCsardc. sorcereni, drujds, clerics^ hards, and even a lew paliidirvi and rangers crc^'dcd 
the mai^et s<^re. 

if your power he et^ual to that of Kaedln. hrlrjg yourself torward/ >4ol a soul moved. Tttey 
asked aj^ain for someone wtttin^to fiice K^edtn. None stepped forth. 

To this day, she cannot explain what happened next. Trtfa* ft the god Coretlon Larcthlans 

hand at her bacir or her gooil training? Her sraal] U^ stepped icrth. Hundreds of casters, 
her friends and peers, looked on. Although she ifne^^' that many could rraich or even better 
her skills, apparently not cne ^-outd mjti!h her courage. She had chosen to face a wizard 
she once revered. 

Now, over ISO years passed, m this bfe, she confidently steps fomard again. 




THE CLERIC 

A5 J ptirflclLti! h*?dkr And capable comkiljnl. he 

was 3 prized mcmhcF of manv an 

adventuring party ihrcLi^ciirt tlie ttw.in't^n lAWik oi 

SvSvoTiKT. A cleric t>l ihf ^t^d Momiiin. his home 

WAS at the .ilUir and in killk. delivertng his g«1 6 

vvttll ihrough his ms,^c and 

mighty v^'ariinmmer. 

It ft'as a flimpk' ^juest iha" brought him to Elaele 

meiftf than 150 years aj^. The evil Putfrjprs. who 

had failed to Icam theJr tesson Jcsprte^ the painful 

and numerous healings hu and his 

lelto^' Rood dwan'es ga^'e them, had recentlv 

r*ilded an old dwan^en woman f? cottage and m.ide 

ijitt wtth *i vase that caugiit their fancy. The vase, hoivvver, contained the asne?; c\ iht' 

wc7mjin's husharui. He cha^ud th« E>ueFgar£ throu^ swamp^ muck, and mk^ a& the wav to 

the outskirts of Baele wh^rc a1 last he o\'erpowercd the leader and retrieved the vase. 

Seeking a hi! of celebratory drink, he headed Into Qaele proper and lound an armlcus 
village awalt^ Its own destruction. Patrons at the Dragon s Tankard told him of a wizard 
rtanicd K>iedln v,ho h^d .ilicdd^ lunicd tvb.1.1 vlLi}i:|CA tt? ii^liis. TJicv fe.iied EMck wn.'^ ii>fxt. 

Alter doing hrls host to calm the nerves ot those who soirght his council he set diyi-vn hts 
tankard, and began preparations for hiittle. He felt certain hts ^^nival here m Baele had 
been Moradins wlH all alimg, the vase but a plov- Meeting writh the clerics ol Baele, he 

oHered his scnlces In the name ol Moradln vtberever thev should *5ee fit lo use him. 

Over 150 years later, Morad^i^s wfD has raised him again. 




•^ 



i 



THE ROGUE 

Orphancvi jt the agi of iivi, fha was it'll In Ihe ciri: 
of ihe Seven Stars Crew, a ftfared and evi rogue outfit 
of whjch her pjrenis had bfiim memher?. Her tulure 
jwemed sd in stone. 

Ahhcugh the iptvi was rough atipund \ht edges. It 

nonelheless cared for Its tmTS ^ulle \v'et[, and itranv of 
rts senior menTbers took to mstnictinj^ die voung ro^e 
In the finer point;; of skuldugjjcTV. Ttlev hegan to 
Include her on fiijs. small ones at first, biit gradiully 
the inlssions increased In complexity anJ danger. Hi\ 
small .ilze was invaiuahlc. and she showed an 
incredible profl;iency vrtth a bow as well as bbdes. 

it was while she was on a (oh iillh the trew that she had a fateful u'ntoiinter whose full 
Impact would not be seen for years to come. 

Tlic crew had t?een paid by im evil wizard lo liberate tivo amulets lh.it had bet^n hidden 
aivay in separaie temples. The job was easy and the pay was incredible. Secretiv, the 
voung ro^e hoped to w^ for the gerierotis wfiard a^ain. 

i en years later., that mission ne.irly for^ten, she was away hrom hom«? ^then xvord came 
that her village had been destroyed, and with tt all the family she had ever known. She 
shii'ered to hear the name bchmd such destnjction: the wiz.ird Kaedln. It was the same 

wizard her creu" had worked for so manv years before. 

With this realization came emotions harboured deep within, accompanied by thoughts of 
iihal her life h.id become and the evl! thai she herself had wrought When she heard the 
calling of the eL-nes of Pekir, she Ltww she must amend her wavs such that evil may never 

triumph again. 

Ntjw more than i50 years later, her conviction is stronger still. 
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MAIN MENU 

Use iJii? L'tt ihum^ftlicK i?- Jirtrclicnjl pad tc hlghll^^t 
an *?ptjun irt the Main MtTiu. cHpuse Nov CliTmc. 
Lo.il^ G.imv, *?r Gnm<" Cptiviis, then prirss iho ^ 
butt^ ta make your ^IccUotii, 



NEW GAME 

C^iuijsc New Game Srcm the M.iin Menu to begin 2 
new L")UNGl£ONIS Bl DRAGONS 'Heri^es" .id\'enture. 

HERO SELECTION SCi^EN 

The def^iit Hero class Is fighlcr. To cycle through 

jddnionaE Hero classes, or bad a sxvcd hiero [sec 

hclowV move the lefl thumhstlck or dtreetioniit fud left'ri^t. Frees thf © hirtton to 

confirm your seiectkTn and ci?ntinue. 



Naming Your Hero 

You can keep the defaull name or create a new rame. Move the left, thumbsllcic op 
diretllijnal pad up dovm lo chiinge letter? and left/Tight ic move to the ne!4/'pTevloi» 
space. Press the © hurttcn to clear all ol the letters. When satisfkjd vvfth your neiv Hero, 
press the 9 ^^-itton to begin the game. 

Saved Hero 

To start a new game wtth a saved hero, move the left thumbstkrk or dlrectloiial psd 

!eh/'rtght to hlj;hl(ght the hard disk icon and press the Q button. Next, mov'e ihe tefl 
thumhfrtiek or directional pad ieh/'right to highlf^ht the desired j^aved game and press the 
O t^utton. Then, move the left thLmihsttck or directional pad left/rt^ to hishligM the 
desired Hero and then press the © button again 1o load that Hero, M any time, you can 
■pri-'i* ih*? ^^ hulton to cjnccl a ficlt?irlJi7n. 

2-4 PLAYER 1 lERO SELECTION 

For J-") player ctiupt'riiliw pUv. I'ach player must use a separate xkjx Conlrultet. Press 
the START button to aeUwrtc a conlioiiet. and ther. repeal the Hero selectJon process 
described abiTve. 
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In ckJ(?p*JT-.tiJw ^mcB, pditios may c^ntnin mulljple Menkes of ihe Mine tUsb; fur cxampji?, ^ 
a party may consist of t\n.i ftjhterp and twc clerics, or three rogues md a MrtztJrd. * 

NOTE: Each controller port is assigned a unin^ue CL^IiJur. which enables voi to ^ulcklv 
differentiate Heroes during hattle. 



AilLKNG A J-IERO DURING GAML-PIAY 

Add a new Herd LJr a saved Hero to an emfity player slot at anv time durinjj a game. (■'Irst, 
connect a controller to an open controller port, then press the START button on that 
eontroBer. For each addftlona! player, repeat the Hens selection process described on the 
previous i;y3^e. 



R£MOVING A HERO DURING GAMEPIAY 

Vou can remote a Herj at any tlirie during a co-op ^ame session. To do so, press the 
STAI!T button on the player's controller, highlight Leave Party, and then press the O 
button. Press the Q huttcn again vhen prompted to confirm. 



TUTORIAL 

ni IWGEONS Sl dragons " Heroes" has an tn game tutorial that wnlb you through the 
basics ol gamcpby. To play the tulorlai. start a new Rarae arh.i seket a Hero. After your 
ri'surrectton In Baeles crypts, follow the onscreen prompts and proceed thnjugh the 
nearby door to enter the DUNGEONS & DRAGONS ' Heroes" tutorial IokI. 



LOAD GAME 

To resume pbytng a prevloudv saved game, choose Load Game from the Mam Menu. 



LOAD SCREEN 

At the Load screen, highlight the saved game, and press 
the O button. Next, choose vour Hero from those m 

that saved game. Mo^'e the left thtmrbstick or direclion.nl 
pad left.'rlght to highlight the desired Hero and then 
press the Q button to load thai Hero. Press; the © 
button to cancel. 
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GAME OPTIONS 

Selt'ct Game Opl(im5 irijm llx' Main Menu to ficccss \h^ 
Gam Options Menu. You can sko icass this mt'iu 
during a game by pressing the START button. 

Use the left thumbstick or dtredionat pad t<? hfj^hlight 

opttons. ,itl)uiif settings an J tcsglc L^ptions ON'OI"t-. A."^ 

needeiJ. press the Q button to soled jn option jnd display tts sub-screen ar accept 

settings changes. Prcsi; the @ button to cancel snd return to the previous screen, wrfien 

satefied nflh your choices press the STAltT hutton to sa\« and tMt. 

SAVE GAME MENU 

if you have slarted a game, the Save Game option appears. Select either an open game 
slot or lit! existtn^ saved *;anie slot, then press the ^ hutttjn to .lave. if you choose to 
ovcniTite an existing s.ived game, you rtlll be prompted to confirm the ovenvTite. Press the 
Q button to cancel. 

when you Siive a game, the following infonnatton about your game !s automatically 
displayed as part of the saved game name: 

• Came Area - The area where you left off tn thtr game n'ortd. 

• Number of Pbyers - The number of players Involved tn that game, 

• Date of Saw - The date that the game was sifjed. 

• Time ot Save - The tAtie that the game was .saved ['A' rndicales AM and ^P' 
tndtcates PM). 

ERASING A SAVED GAME 

To frase a saved game, first highlight the sa^vd game slot, then press the @ huUon. You 
will be pi'ompted to confirm that uou want to erase Pre.<!s the @ button to (onflrm. I^5S 
ihe @ button to cancel. 

LOAD GAME MENU 

To lead a ^Hi^H h^L^ the saved game and press the Ql button. Conlitrm your 
frcloctioti by prx^'im^ Lh<^ ^ buttm jgnin imd your saved game wiQ be biitdcd. r^trs^ iHl' ^ 
krtlcn kf cancc!. 




CONTROLS SCKHEN 

St-'lcci thi^ ofiticn tjj djspi.w ihs contraller con^guralilon. Pross tfte © button to e>dt. 

SETTINGS 

You can confljjjre the following game settings. The default options appear below tn bold type. 

Oifiicuity - Set the m-erall dllficulty level ot the fiame. There are iJiree difficulty levels from 
w-hlch to choose : Easy, Normal, and Hard. 

Music - Adjust the volume level of menu and Irv-gamc music. 

Effects - Adiu-^l (he volume lei'el of menu and In-game sound effects. 

Damage # ~ To^e t'>ama^e Numbers ONL'OFF. [damage Numbers are colour-coded in 
the following manner: 

White Numbers — narruiRe to vcur Hero. Numbers wSh "+" symbt^ fiwicale heating. 

Red Numbers — Damage to monsters. Numbers with '+' symbols indicate healing. 

Grt'en Numtiers — Poison damage. 

Yellow' Numbers — Critical Htl damage. 

Blue Numbers — Mystteal Will drain. Numbers with ■+' symbok indicate Mystical 
Will replenishment. 

Vibration - Tt^e Xbox Controller vibration ON/OFF. 

Subtitles - Toggle subttttcs CiN'OFF. W-ien set to ON, text accompanies character dialog. 

slow Action Menu - Toggle slow motion Action Menu ON/OFF. When set to ON, 
gameplay will slow down while the Action Menu is open. 

Ct.T-op Circles - To^e Co-op Circles ON/GFF. when set to ON. a colour-coded circle 

appears under each Hero. tvlOTTi: Co-op Circles only appear during cooperath'e mode. 

shell.- Questpomt'; - Toggle Qucstpoints OWOFF. when set to ON, directionai Indicators 
appear on your Automap to help guide vou toward your ^uest objective. 

NOTF: The game supports 4S0p progressive scan JLiplay (T^lTp and IC80i modes 
cun^cntly not sjpportedl. Sec vour XboK injrtiuctton Manual for details. 
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CONTROLLING YOUR HERO 
MOVING AROUND 

Jo tvmi! Vfur Hcru .jround in [hi jjiimc \ivj\d. rtimv thi' Iffi thuirl>sWclt and your Hmj will 
mm.! m the desired direcllm. To walk, move the Irk thuirthstlek sligjrlly. To run, move on 
the left ihumhsUck al the way. 

ROTATING & ZOOMING THE CAMFRA 

To aiate ihe c.imer.i, mcve the rij^l thumhsWcIt Ie(i/i1f|ht, To zoom idc cnimTj, mme tlic 
injjht liiumhstteli up/dovm. 

NOTF: In 2-4 player coo|wi*ittlve tnode, tfie camera dynamlcallv adjiMs to keep all Heroes 
in View. All players can r«tste OT jwm tile camera (n coufinaBvt ino*ie. 

AUTOMAP 

You cjn display the Automap 3t any lime by presstis the right thumbiSck birtton. A 
coloured arow shell's your Hero s locolion. tjueslpotnt fndicators (carets) may also appe.ir 
on ihe outer edge of the Automap. These Indicators point you tovi-ard either i (jucsl 
otitectlve or the levels exit, hut not ni'ce.-aarily the best route. I*ress the rigk lhunih;tlck 
button a^ln to close the Autcmap. 

HERO HUD 

Airim (^m Hnv Ndmc lit* FVinn {Red BarF 
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Vour Heros HUD (Heads-Up Display) displays th< JoUowtng status Information; 

The red bar measures yon Hems hit peinis, and ih<s blue bar measures Mvs^ical wilt, llie 
number of Skeleton Keys, Hcaltng PdiLmii S^rcd), ijrJ My^^Uca! Will pcrUons ^btuc) an 

ako dlspUyeii. 

Tftii green Ibipertence Bar tracks the rKpcrtijnce PctnU your Hero has gained. When 1^ fJHs 
up, yoirr Hera has gained a new level j 





* ACTION MENU 

Belo«' ihe HUD IS the .Vlion Menu tttticn disptaycdl, ivhkh lists your current comhal 
button conft^ation and Gem selection i,if your Hero has learned hoii- lo employ the povs'er 
ot the Gems). Use the Action Menu to rv-assign moves and items lo your combal buttons. 
Tull and hold the right trigj;cr to display ;he Acllcn Menu tsce 'Action Menu" on page 14 
for details). 

EXPERIENCE POINTS {XP) 

I'xpenence Points are earned through adventurinj; ti.e.. defeaUng monsters and 
completing tjuests). When a Hero earns enough XT, he or she levels up and may select 
new moves and traiti or improve existing ones. Your Hero may aLsj improve an ability 
score eveiy fourth lev'el (see "Level Up screen" on pajjes 30). 

HIT P01>4TS (HP) 

Hit PoinLs measure a Hero s overall health, and they regenerate ovw time. As Heroes gain 
experience and reach new levels, they aiiomallcaliy gam additional Hi' and can survive 
more damage ir combat. Some Hero ahilltie."; and traits modifv HP. A higher Constitution. 
(or example, helps vour Hero jjam more HV when he or she gatns a level. 

MYSTICAL WILL (MW) 

Mystical Will measures a Hero's overall energy, and they regenerate over time. 

MW j; expended each time a Hero uses a Power Move. The amount of MW needed for 
Pi."wer Mch'cs ranes depending on the pOiver lev«l of the Power Move (I.e., the more 

poiverfitl the move is, the mori" MW you need to use itl. 

Like Hit Points, some Hero abiltUe.'; and traits modify MW, For exatnple, the Meditation 
.ijid Iruicr Strength Lraits ^vltt help your Hero regenerate MW faster. 
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COMBAT 

COMBAT BUTTONS 

liicrt- .irt: tour com^sl butluns: one tor vour Hero's Melee Combo, two for Ptfwer Moves 
,inJ .int?ther !or llems- 

Melee Combt?: Q butlon 

rfit- Mi'lt'L' Ci,imk> corabiii hiMon cont.iins a Hero'f kisK melee ittt-ncks. Preiss this button 
r^^pLMti'JIv to chain attacks logelh*;r and complete the Melee Comho chain. 

Power Move I & Power Move 3: Q button & O tiutlon 

Mosl row>er Moves execute when their ccntbat button is pressed, Some moves are 
lafgetedr press and hold the combat button, move the target Icon, and then release the 
combat button to unleash the sp<tt. f i 

NPTt; some uTiard spells ate constant: press and Hold the combat button for a eonstanfjy 

streamtng spell. 

Item; ® button ■' Ti 

This combat button holds tout Inventorv of useable ttems. Vou can assign most useable 
Items to this combat hLiiloo, includlnj; all tiironTi we^ipons tdaggeis, aues, etcl as well as 
any potions Of magical ttems (iiat your Hero can use or lob. 

Some useable Items 3re (arjjeted lalmedl. Ttiese Items will aulomatlcallv target the closest 
enen^. However, you can also target manually. To target an item manuallv. press and 
hold the Item eombal bullon to display tine target ln(; cursor. Use the left ihumbstkk to 
aim, and then release the Item comb.it button to throw the item. 

Finishers 

\Vben youi Hero acijulres and .TSSJgns a KInlsher move to one of ibe Power Mow buttons, 
;> Finisher Mrtft>r urill .ipp<*ar on your Hero't t-tUD. SucceMliJ melei! hit* ^^-ill caU£e the 
Finisher Meter to (ill. When any of the Finisher Meter s dots are full, the FWiaier mave may 
be eMscuted by presshij^ it; asstgrved button. The more dots tiluminaled on the f'inlsher 
Meter, the strpnjjar the execution ol the l-lnisher move. 

GEMS 

Tfiere are five planar Gems located throu^out the game worlds. Once vou have collected 
.ill hve Gems, you can use these powerful totems to greatly enhance the damage dealt by 
vour Hero s Ancestral Weapon. 
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ANCESTRAL WEAPON 

1 ach Hero is equipped v.i\h j unii;;ue Aicestral Weapon. You hcstn your adventure ivith 
ihi.s weapon in hand. 

NOTC: Vou cannot sell or dkop your Ancestral Weapon. 

SOUL SHAiy.:)S 

One hundred Jnd iitty vears .ij^i. the iilzard Kaedfn cast a curse upon your Henj's 
Ancestral Weapon; the weapon's powers crystallised and were scattered In the form ol 
Soul shards. Locate these Soul Shards to return your Ancestral Weapon to Its forrtier 
story. For eveiy five you find, your Hi.Mpon mil regain a portion of Its pnvct. There arc a 
total ol 20 Soul shards scattered throughout the game worlds. 




ACTION MENU 

During a game, use the Actton Menu to change vour 
a.sslKned Power Moves and Items on-the-flv. 



"Thrown Daoflar (41) 



To display the Action Menu, pui! and hold the right trigger. While holding the ngtit trigger. 
move the right ihumbstjck or directlonai pad up.'dowTi to highlight one of the combat 
buttons and press letfrlght to cycle thrcugh available chotces in each. Once satisfied, 
release the rii;ttl trigger. Votff new combat button is now active, ready for use. 

BLOCKING 

To block an aflaclt, puS the left trigger. Timing your Hocks Is essential when lighting 
higber level creatures. When vour HenJ blocks, he or she mav be .uincrable IVort: behind; a 
hbck at nomrat or higher game difttcully settings only covers 180 degrees In front of your 
Hero. Ako. note that some creature s attacks cannot be blocked. 

HERO DEATH 

when your Hero s Hit Points are reduced to zero, vour Hero wtU lilc. However, all is not 
losi! if you have a Raise Dead Amulet, vou can bring vour Hero back to life, ivithout 
penalty, by pressing the STAICT button, if you do not have a Raise Dead Amulet, you may 
continue from the beginning of the current level of a saved game, in 2^ player 
eooperallve plav. you may load a saivd Hero from a saved ganw or create a new Hen?, 
provided at least one other plaver Is still alive. 
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ITEMS & PICK-UPS 

You wit! tjnd ilems thrcojj^uut the giinTC wodd. Slmplv vv»i!k o\'c\: j^jclJ an*! ttcms tu picic 

them up. when wcu pick up ^\d, the tjutintlty (Irishes helmv y<JUT HUD. When yt^u pick 
up an rtem, i\s n^me flashes belctv yf^ir HUD. 

CARRYING CAPACITY .. . 

n.ist: Slrt-njTih, plus ju\' mixSlhcrs, determines 3 Herp's camrtn^ capisctlv- "Hhe siivn^cr the 
HerCr the rntfrc he fr she c.m carry- Some rtems iiUu'.v you to nMj^csliy modlly your I lero's 
Strert^h jllkn^irtj? him or her lt> Carry more than usiit!. You Ciin \'iew your Here's cinryttiK 
c^ipiicily Jn the Hero Revfcv*' screen ^see page 24). 

MELEE WEAPON 

Each Hero ei^ulps a melee weapon. Your Hero must be fmjftclent fn a weapon type before 
betng ahle to use i^ [each Hera starts wf^ at least one weapon proficiency). You can e^uJp a 
melee weapon in the Hero Revkw screen. 

ARMOUR 

t'^tch Hero b^ cap«ihle of i^arttg sewral types of annouT; each type oflers pnr^^esstvet;^ better 
pTutedlon t^Elties. Hemes mud be proltcbent In an anroir b|;pe before they can e^dp ft. j^ 
f tcrc?c3 hc^ wfth prcHchcnctcfi fn b^TlhcT iirrTstTjr. L'tjuq:^ armuur in ^c 1 k'rc? rtt^vtcw^ *jiccti. 

GOLD 

Use your j^old reserve to bw items iTom the Shopkeepers. 

BOXES, BARRELS, & VASES 

floxes, barrels, and vas^K often contain htddcn Items and gold. Use your combat buttons 
to break thetn o^en. B«waT«l Some barrels contain poison gas or cxpfoslves! 
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SKELETON KEYS 

SkeJeUn kirsw Ljpcii Lvk-d Jews, jfTk-s, anJ tnrasuri; chests. 
Simpfv wiilli up ki 3 LvW L.4iKd (hilt tou wsh ki q>c?n, and 
wur Hero \iill UK anv sfcAioi Uys iyum lis w Iwr 
in^^tor>'. tW\;'nKf Somi: Irvj^^e chesU; .'re trnptwdf 

THROWING WEAPONS ^gjgj^ 

"riiere are a nkie rartdy ot thftwlng weafHjns available In ide ^me. " 

Axi's. hammers, daggers and rther .isstrted (Ivinj^ weaptmfy 

M.-i]l iifd your Hero In Katlle, To use a thrtwn weapon, first 

,isslEn 11 to your Item combat button, and then press 

thai huHon. ^ 'i\, "^ 

DRINKABLE POTIONS 

Potions ean replenish your Hero's Hit Points, Mystical Will, or 
enhance perfermance. To use a Healing Potion, press the whtlc 
button . To use a Mystical Will Potion, press the Black butt an. 

THROWING POTIONS 

Skjmo pcthjn.q such .ir. InGvct pinjjue and Fire fiaslf, are dj^iE^eJ to be thrtTvvn In cofTibiit. 
Assign thrown putlons to your Item Cortihal button to use [hem. ,^1! thrmvlng potions are 
Uirseted .iH.icivS and function like any targeted attack - press iind hold the assigned 
combat buttim. aim the target curser, and release the button to throw! 

WARP STONES 

Warp Stones allow Heroes to channel the powers ol Warp PL'lnis. When your Hero finds a 
Warp Point, be or she can use a Warp Stone to Instantlv transpcrt ev'ervone In the area lo 
a Warp Paint near Castle fJaeles shuppe. where the Heroes can buy Items from the 
shopkeeper. When the Heroes are finished In the shoppe, they simply walk Uxk Me the 
Warp Point and then \narp back to the Warp Point where thcv came from. 

MOlt: Warp Stones can only be used at Warp Polnti, Warp Potits are loimd otilv in 
specific bcatlims En the game world, 

MAGIC ITEMS 

Some MajiJc Hems, such as Tliunderstones or Rod of Missiles, are useable and raav he 
assigned to your Item combat button. Other items, like Tomes or Elixirs, pnjvide 
pcmianent upgrades to your Hero. 




f' rrjL 



r4; 





RINGS AND NECKLACES 

l\ir\^fi find niJkrkJiiccs .\t^ hittiien ihruu^uLiI nhe ^amc Vp'ortJ. Your 
Hijro can also purchase ihmi In i^*i vprltuis shLipfi^s, SCTnc 
ificrtMsi? iatiilily scores, whit*? i?lhi?Ti; offer prolei;litjn hcrnuse,^. You 
cm c<»Li(p nn^p and necklaces ^la tho Hero Review tcrt-m, 
NOTE:: Your H*:w IS limjteii ti? wt*artng rio more than tv-ij rln^ 
iind ont* n^ciclace at j tintii, wrtth no iwa ringfl of iha sams t^fM? 
w>?m sirauttiiricoiishf. 

RAJSE DEAD AMULETS 

RMic DfinJ Amulels ,ilW' wut Hero tu rtse ftvm ihc dead after iictng sl.itn In tomh.it 
Lpon Here Jeath, if vijur Hero has a Ralsf Bead Andet, simply prtus the STWr button 
i^fore the fn- screen et'unldown Is finished to resurrect your Hero. 

LEVERS & PRESSURE PLATES 

LeiJi'rs iind pressure pljtes h.ive y.iried uses. Stntie dsahie tr.nps. Lithers open iIsLTrs. To 
.idli-ale .1 Wer or pres.qure plate, simply walk up to 4. 

QUEST ITEMS 

Durlns ll"* seuree of your loumey, youU need to find .ipecifie Itfiro that alloft-you to 
corapl<ti' i;uests. These Items are k-nown js CJJest Items, \Vhen vou find a QiHst Item, Jt 
IS placed into the Quests Items inventory, ii*hlch is shared by aO Heroes. Vol tan view the 
tjiest ttems Inventory In the Hero Sevlcw screen. 



HERO REVIEW SCREEN 

Ttie Hero Revtoi' screen has six suh-sirreen^ .:: 
you to ready camhat Items, preview and aci^ulre new- 
moves, view Hcto ahlllties and stats, and view; ijues! 
Information and Quest Items. A thrc< dimensional 
representation i^f your Hero appe.irs tm the left of the 
screen, witli tut rent or lota! carrvinj; capacity, cuireni 
Hero EKpertence Level, and currenLlolal HP and MW 
dJ^pL^m^ Mc^^ The hottom left cottwt eif the ecri.'tfn dlspbys the I ien.-- C^eye if ptnvlnf fn 
coopoirttw mode. 

Press the BACK hutton to open (he Hero Revtew screen. To select one of the available 
screens, mm-e She left thunii>sticl( or directional pad left/right. When finished, press the 
BACK hutton or @ button to exit. 





qUEUING-Ul' HtKOf.S 
m a eoope^ralh-e game, when you .itteirpt to 0[H-n the Hero (JevJew screen H'hile another 
pbver is aclKuty rei-iewtng his or her Hera, your Hero will be placed m the Hero Queue. 
Once the actiw player has finished re\lewing his or her Hetu. the neut (jueued Hero «.ill 

automatically come up for rniew. 

EQUIP SCREEN 

Tlie E<^ screen enables you to njvtew and outft voui 
Here Mth Viirtous melee weapons, annour. rings, and 
neclAtces. ^tw the L-lt thumbsticlc or direct bnal pad 
lelt''rf,^t to dispby the tlijuip screen. Move the left 
thurnhstk-k or dnecUcmal pad updmm to iij^llg^ a meli 
weapon, piece of arniour, ring, or a neckbce. I>bss the @ 

button fo Ajulp or un-i!,^, or pren.-; the Q huttim tu div^. 0110:15 tL-n.T]«.-r.ilivL.- play, wu niav 
give ttems to oiler pl.iyera hy pa-ssing the Q hutton [see heUv, -Giving Items in 2-^ Player 
Cooperative Mode'). 

NOTE; Certain melee wvapons and amiotjr reijuire proiicfencies or can only he etiulpped by a 
partteutar Hero class. Melee wapons and armour th.it vctj Hero eannd etjiitp mil he j^^ed out 

ITEMS SCREEN 

The Items Screen enaHes vou to review, ready, and use 
your Hero's ttems. Ivtoi-e the left thurahsUck or 
directlmal pad left^'rlght to display the Items screen. 
Then move the left ihumbstfck or dirertimal pad 
up,'dowi to highlight an Item. Press the © button to 
use or ready an item, or press the Q button to drop, 
Pt«ss the Q button to j^- an Item to anothet pliiycr. 

GMng items in 3-4 Player Ccvcperatlve Mode 

You can gtvc wsapons, amiour, and items to other players during a cooperative session hy 
highlighting an Item and pressing the Q button. As needed. Indicate the ijuantity by 
moving the lefl thumbstick or direttwnal pad up/dovvn. For.T- or ^-plavei ^ames, prca; 
the O button to display the Hero Selec-or. and then mLH-e the left thumbstick or 
dtrecUonal pad lArtghl to select the reclpcnt Press the Q l^fttOTi asain to ghs the lUmt 
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MOVES SCREEN 

liic MtTws screen LTWibles you \.c tc-icA' y&sr Hltl^'s m^'Cs 
:[rni trals- if wu haw any Level LI[> fwfnb; Ln'.iiLiWe, vuu mav 



Otsai)!*; Device A Ujlenl thai aJlo^vs the Hero tv-f 

djs«irm ,1 tert^Tin percentajjc ot trjps 
on treasure chests. 
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HERO CLASS 



Dragon's Toughness 


A stale of |ihy!!Kal mettie that 
reduees melee diimajje dene to 
the Herp. 


fighter 


Imprweti Crtticiii 


A ccrohat talent that Increases ihe 


fighter, cleric. 




[ik-lihwd vi 3 ctiucjl htl. 


and rogue 


Inner Strength 


A mental trait that allcufs ;he Hero 
to regain MW faster than normal. 


fighter and a^gue 


McdiUiliom 


An Incredible mental stren^h that 
ailcws the HiTO to res.iln MW 
much faster thiin ncirra.iL 


wi;ard and cleric 


Mind Over Body 


A mind-over- matter .ihilltv that 
gives die Hero an AC bonus against 
at me!ce attacks. 


wizard 


Open Lock 


A talent that allows the t4ero to 
open .1 certain percentage ol locks 
vrthout aid of a skeleton kev. 


rogue 


Outer Strength 


A physical focus thai gives the Hero 
a strength honuf; on all melee attacks. 


fighter or rogue 


Resist Fire 


A trait that gives the Hero a 
chance tc* resist fire damage entirety 
ur iuller mlv a portion ol IIP damage. 


ait Heroes 
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Resist Ice A tratt that gives the Hero a 

cl^ance to re£ifit ice damage 
entirely or suffer only a 

portion of its damage. 



all Heroes 



v^ ./ 



Wield Dagger! 



A trail that gives the Hero .i 
chance to resist powonmg enltrely 
or suffer only a portion of Its damage. 



at! Heroes 



Wield Kris 



Dajjgers proficiency. 



Wield Blades 



Kris paificlencv 



rogue 



Wield Ljinccts 



Bbdes proficiency. 



a^gue 



Wield Cutlasses 



LoncetjS prcficjfncy. 



rogue 



CutUisses prohclencv. 



rogue 



Wield Long Stvord Long Sword proficiency 



rogue 



fighte 



Wield Sclmilat 



Scimitar proficiency. 



^V(e!d BasLird Sword Bastard Sword proficiency. 



fighter 



Wield Great Stwrd Great Sword proficiency 



fighter 



Wield CLnmofc Stwrd Claymore proficiency. 



fighte 



Wield Quarlerstaff Quarterstaff pruliciency. 



ftghte 



wizard 



Wield Staff 



Staff proficiency. 



Wield Longspiar Longspear proficiency. 



wizard 



Wield Trident 



Trident proficiency 



wizard 



Wield Halherd Hattierd proficiency. 



wizard 



Wield Cudgel 



Cudgel proficiency. 



cleric 



Wjeld War Hammer War Hammer proficienc y. 
Wteld Hea-iy Mace Heaw Mace proficiency. 



cleric 



cleric 



Wield War Axe War Axe profictfncy. 



cleric 



Wield Great Axe 


Great Axe proficlencv. 


cleric 




Wear LCirlher Amiour 


Enables the Hero to carry out his 
or her action,"! while wearing 
arinour made o( Leather. 


all Heroes 




Wear Scale Amwur 


Enables the Hero to carry out his 
or her actions while wearing armour 
made of Scale, 


all Heroes 




Wear Chain Anrnjur 


Enables the Hero to carry cut 
his or her actlors while wearing 
amour made of chain Mall. 


all Heroes 




Wear Splint Armour 


Enables the Herr to cany out 
hie or htfr actions ^\'hile wearing 
armour made of Splint Mail. 


all Heroes 




Wear Plate Armour 


Enables the Hero to cany out 
his or her actioas while 
wearing armour made ol Plate. 


alt Heroes 
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STATS SCREEN (ABILITIES) 

itif stilts sorctTi iiiltn^'s you iL> TL^vwit your Kcros 
cjrTent abilities. Maw the 1^^ thumbsifck or dlrvdlcn^Tl 

piid up/down lo hl^llght ;ind view ^^^omT3tlcn on a 
spgctflc ablltty. 

SLrmgth tSTRl - Strength affects your Hero's mekv 
anvl thr^^vn wcflfvcn cuintn^. T^u: higiitfr Ih^ Strtn^li, ihc mcr*: dbim.)*;c vtiui htcrt? wl!! 
lmusc. -ind Iho mere wcijjht yoLr Hirro can carry, for fistiters, Strmgfh aha affects iJii 
amount of damage done by thetr Pown Moves, 

neJderity tDPXl - Dexterity affect* your Heios Armour Class (AC) and is ;i measure of 
hmi- much damage your Hero ittll sustafn from a h(t. 

Constitution (CONl - ConMltulkm affects the amount of bonus Hit folnts a Hero gains 

Jurfng levari uj>. Tim hij^tfr the ConstlttrtliTn. die higher the Hi I TcItU Ltonus. 

Irteftsenee (INT) Inlelllgmce alTecii Mysttcai Will point gain. The higher the 
Intelligence, the more Mystical Will your Hero will eam when he or die leveLs up. 
intel!lj;enee also affects the strength of the wizards spells. 

Wisdom (WIS) WLidom affects your Hero's Mystical Will recharge rate. The higher the 
Msdom, the faster the i«charge rate, for clerics. Wisdom also iiffects spell stienglh. 

Charisma (CHA^ - Chndsma affects your Hero's Bonus Point gain on level up. the higher 
the charLsma, the more Bonus Points your Hero will receive w4Ten he or she gains a level 
(for more aboia Level Up Points, see 'leve] Up screen' on pages .10). Also, Charisma 
.jffecls the price and ralue of items. 



ABILITIES 
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MiiinY DFScttiimaN 



Strent^lh 


Affects melee and 

llirottii iivjpon dinrnge smd carrvmg cafi,icttv 


cleric, rogue ti tighler 




Affects mctcc. power mjve and 

tiirown weapon ditmase and canylnR capacity. 


wizard 


Llexterlly 


Aflects AC, 


rlerlc, fighter, 
R wttard 




Affects AC and fnereases 

amw (lamasc. 


'ogve 


Constitution 


AffecL<; HP gain. 


ait Heroes 


Intelligence 


Affects MW gain. 


rogue, lighter, & 
cleric 




Affect.-: MW gain and 
speli strength. 


ivizard 


Wisdom 


Affects MW recharge rale. 


rogue, fighter, 
& wizard 




Affects MW recharge rate 
and spell strength 


cleric 


charisma 


AffecLs Level Up Point gain and 
improves the prtee and value of Items. 


all Heroes 


SECONDARY Si ATS 




Noxl Level 


XI? needed to gain next level. 




Total XP 


Total XP earned. 


,-:!! Heroes 


AC 


Reduces damage done to vour Hero 


itil Heroes 


Danuf;e 


Current melee damage range. 


fill Heroes 


KlUs 


Total numher ot mon.steis killed. 


all Heroes 


Best Hit 


Displays your Hero's sln^e 
Sesl melee hit. 


all Heroes 


Cold 


Vour Heros gold 


all Heroes 



/ . 
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QUEST SCREEN 

Tfitf Quest Screen contains InformatkTn aboul your 
Here's active and compleled t^uests. Move the ieh 
thurahstlck or directJonal p.id Icfti'rtght to display ihi 
Quest Screen. For detailed inlormation on a particufjr 
ijuest, move the left thumbstJck or directional pad 
Ufi/doini to tiiKKligftl that ijuest, 

QUEST ITEMS SCREEN 

The Quest Items Screen displays the Quert Kerns your Hero has acijutrcd. It also track-s 
your Hero s Soul Shards (juantlty. Moiv the left thumhsHck or dircetlonji pad left/right to 
display the Quest Items Screen. Move the tcEt thumhstick or directlona! pad up/down to 
sdecl and v\cw detailed InfoniiatJm about a particular Quest Item. 

LEVEL UP SCREEN 

L'.ich timtf ihtf iKpericncc liar on the HUD fills up, ycur 
hkro levels up , v^cn vqut rle ro levels up. several 
thlnij^ happen: 

* Ycnj gain HP 

* You ^atn MW 

* Yuu gain lk?nus PeiJnls ihat wu c;in spend to unlock or imptLive moves, trjiU, 
.ind praficlenctes 

* livery four levels, you can inereasc an .ibj'jty score hy one 

With your txpcrJcnce Bar lulL press the BACK button, and ihe Les'el Up Screen wllj 
appear aulomatlcaliy. You can also dfsplay the Le\et Up Screen rraanually by pwssmg ibe 
BACK button, and then moving the left l^tumh^tick ^r directional pad lelt^'rlght until ih^s 
Level Up Screen appears. 

LEVEL UP POINTS 

During the course of the gane, you iviil earn Level Lip Points that you can use to unlock or 
enhance Power Moves, traits, and proficiencies. Vour Hero's currant ti?tal ^expendable 

Level Up Pulnls appears In ihe upper rE^Prl ol the screen. pL^wer Mo^'es, traits, and 
prsdciencles appear helow', abn^ with an a-isocMtcd cost, in level Up PolnLs, tor each 
tire. The Power Moves, traJLs, and profcscncMis that vou cani aftcrrJ are greyc-d-oul. 






? H i nnr^ny? 
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Til imkirtt or Improve 3 Power Move. Tr.ilt. or proftelmcy, hlghlljjhl It, anj then press the 
O button. Most Power Moves, trnlts, and proficiencies have multiple levels: the blue 
circle fli-; up lor each level that you unkrek. 

NOTt : it Is not necessary to spend your entire pool of Levd Up Points each lime vou level 
up^ you can sawe and spend them at a later time. 

ACQUIRING OR IMPROVING POWUR MOVES 

when Lewi Lip Points .ire eamed, you wilt havw the ^pportunKv to upgrade esdotlng Pc?wer 
Moves or add neiv ones. Once vou ve acrjulred a new move, or up^aiied an existing one, 

.isslj^n It to a Power Move combat buttm. 

ACQUIRING OR IMPROVING TRATTS 

Traits enhance vour Hero's combat capabilities. Once earned, tratts are always iictive. 

Unlike mcne.s, yoii don t need to assign 3 Tr.ilt Is! a combat button. 

ACQUIRING OR IMPROVING PROI-ICIF.NCIES 

Proficiencies allow vour Hero to wield certain wejports cr wear certain types of armour. 

Higher levels of proficiencies lncrea.se \«3ur Hero's performance. Unblte mews, you don't 
need to assi]^ a proficiency to a combat button. 
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FIG HIT R MOVTS 





<3i^.4Lff. 



Mc'L-o CcTiiSc 


COMliO 


A fLif-iiinj; conrhci ol left 
and right weapun swlnj^s. 


Mid Pursuit 


INSTANT 


Tempfr^irlly Increases the 
flj^hter's mtjveTnent speed. 


Ew; For An Eye 


INSTA^fT 


Reflects a percentage 

of the damase done to the 

fighter back to his enemy. 


FiBtlCT 


.NirrAPiTT 


A myslical aura 

ihal [cmporarfly Increases 

the fighter's melee damage. 


Piwer Attack 


IMSTAOT 


A ISO-degree pcwer weapon siwns; 
thai mov reach outside rti heuids. 


Reverse Slab Finisher 


FiNISHFR 


A devastating reverse stab that does 
ejdra damage. 


Shoclt Flnl^er 


FINISKFII 


A bdt of electric ai energy that 
shoots forward, shocking crealurcs. 


SUmnlnK Fist 


INSTANT 


An earth-rumbling move that 
creates a .ibO -degree blast 
of flames. 


Sure Striks 


INSTANT 


A mystical aura that makes the 
hghter's melee attacks 
temporarllv unblockablc. 


War Cry 


INSTAKT 


A primal roar that temporarily 
stuns sli nearby enemies. 


Weapon's Fury 


INSTANT 


Temporarily increases the 
fighters attack speed. 


WtilrlwiniJ Finisher 


FINISHUR 


A ivhlrk'ttid of steel that leaves 
nearh' creatures stunned. 



• Most fl^r mows have i^i to four increasingfy devaslattng leveb oi power. 
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-/ WIZARD MOVES 




IMOVTS- 


TYPF 


DtSCRimON 1 


Melee Combe 


C0M[50 


;\ coni^t' i;h,ii:i w'- melee thrusts. 


B<uming Hands 


CONSTANT 


A sheet of flames that roars 
forward from the wliard's 
outstretched hand. 


Circle of iTold 


INSTANTT 


A circle of cold ihnl forms 
around the wiiarJ and 
temporarily freezes a percentage 

ot monsters in its grasp. 


Cbudkill 


INSTANT 


A targeted, poisoaoLis and actdic cloud 
that surrounds enemies. 


Fireball 


INSTANT 


A head cf ffre that shoots out 
and rages into a (ireball. 


Globe of ln\ijhterabllity 


iNSTANT 


A personal sphere thai absorbs 
a percentage of damase md 
protects its occupant. 


Gust of Wind 


CONSTANT 


A rush of vwnd that alters air 
»i round creatures, causing 
them to slow down lemporarilv. 


Icy Sphere 


INSTANT 


A rolling hall of icy particles that 
hamis all creatures tn its path. 


jLtntpkick Finisher 


FINISHHR 


A forward kick followed by a 
weapon sweep that does extra 
damage to enemies. 


Magic Missile 


INSTANT 


A hLsi ot magical energy that 
homes in on enemies. 


Meteor Swarm 


INSTANT 


An ejcplosfve celestial shower 
ihat calls down savage skies 
upon enemies. 


steep 


INSTANT 


A magical energy ;hat puLi living 
creatures mto 3 deep ski'p 


Staff Spin Finisher 


FlNiSHFR 


A spinning manoeuvTe that 
deliv^^re cxtTa djnts^e to enemies. 


Vampiric Draji 


INSTANT 


A targeted connection that does damage 
to enemies and drains a percentage of 
that damage back to heal the nlzard. 



■ Most wizard moi'es have up lo lour increasingly deVBStattng levels of power. 




CLERIC MOVL-S 




N-L-lcc Comtio 



COMBO 



3a hv^ 



INSTANT 



DrSCKJFTlON 



A pi.wi.Ttui ccmhci chain. 



BuBRusfi 



INSTAIsTT 



A chiirni;lllns that fills i-ncmlcs utth fcar 

item wur M,ic]<s .mj odlver L-gi w»h litjlrs. 
A full strOTStii, lorward chaiffi 
that sbms into enemies. 



CirtlcHnlsher FINISHER A .IpO-ticgreL' spinning 

move vAich smashes ,i!l 
trcatures close lo the cleric. 



E.irthijuiike 



INSTA^^■ 



A svirtnj; that s«nik out .1 damai^inK, .160- 
licffee shccUigve twvarj enemies. 



PIrcltnc Finisher FINISHFB a vi-jII of' ftw th.tl r.iis^s trm thc 

STO^nii hetcre ihe cleric's weapon 



Flame Strike 



INSTANT 



Glyph of Warding INSTANT 



Hta 



A Uirgetetl ccilumn of djvlne Sre that rains 
jcwi upon enemies. 
A temporarii, msglcal, fiery shield that 
circles the cleric, damaj^lng enemle.': whei 
come Into contact with the siiicld 



Heavy Finisher 



Hold Mcnster 



l-tolv /Uira 



INSTANT A gentle heaimg that restores some HP In 

the cleric 

FINISHFR An Incredibly powerful wcapen 

_^ sma; h that deltvers extra damase. 

INSTANT A targeted, magical enchantment 

that freezes the .subject fn place, 
leawrij; them helpless. 



INSTANT A divine blessing that prc^-ides a 

temporary AC hffost fpr the 
cleric and his allies. 



Sticks to Snakes INSTANT A magical tumtng of sticks to 

snakes that horrre In on a target. 



Storm of Vengeance INSTANT 



Turn Undcad 



INSTANT 



A savage storm cloud that forms 
over ertemy heads and bitngs dcwn 
the wrath of the heawm u pc^n them. 
A supematural ability that causes 

all visible undead to recoil from 
the channelled ponCT of the drvtne. 



• Most cleric moves have i^ to four increasmi^y (tev.i.^taths levok of ■(mvet. 




"^ ROGUF MOVES 



t**i. 



liei-t-. 



-^ 



fcio\i> 


PrTF 


DF SCRIPT! ON 


Melee Combo 


COMBO 


A hloody melee comhti chain of 
weapon strikes. 


AiTOW strike 


INSTAtvTF 


A precise, targeted shot. 


Bomb Finisher 


FINISHER 


A ijuick bomb drop followed bv a 
hack ftip ijiil of hiirm's vvav 


Fxploding ArroHi' 


INSTANT 


A shot that explodes upon impact. 


Flip Kick Finisher 


FINISHES 


A fitp ktck that delivers extra 
damage and atterrpls tc 
tree;e opponent*?. 


Hide & Move Silently 


INSTANT 


A stealthy manoeuwe that 
temporartly provides the rogue 
csvcr and multiplies the 
damage dcme. 


Ice Arrow 


INSTATE 


A more damaging arrow that may 
Umporanlv free^e an enemv. 


Multi-shot 


INSTANT 


An array of arrows that shoots 
toward enemies. 


Poison Arron' 


INSTANT 


A more damaging shot that also 
poisons creatures. 


Set Traps 


INSTANT 


A trap that is set upon the ground. 
blasting unsuspecting enemies. 


sleep Arrow 


INSTANT 


A shot that barely pierces the 
enemy,- but puis It Into a deep, 
temporarv sleep. 


sloth Anew 


INSTANT 


A shot that barely pierces the 
enemy, but slows Its 
speed temporarllv. 


Sweep Finisher 


FINISHER 


A sweeping kick that attempts to 
poison the enemv. 


Vampire Arrow 


INSTANT 


A homing arrow that steals 
llfehlood from its target, healing 
the rogue. 


Volley of Arrwvis 


INSTANT 


A cascade of an-cjws that rains 
down upon enemies and explodes. 



•Most rcgue mows have up to four increJsingly devastaling levels ef power. 






ADVENTURING 
CASTLE BAELE SHOPPE 

when you vcjcli Cjslle BiicL-, wu li tiave the 
uppsrlunity to visit the Casttc Baefc shupfw. Here voii 
can stckrk uf on magic ttems, prtlons. tveaptn.'i. .ind 
jmouf. Or seii off excess Jnvmlory for jjolti. To buy or 
sell Item^. Amply wailj up to the ciXBVter and Kland on 
the mari:er. 

Otber Shcppes 

Vbu may also eoroe across rthcr shopkeepers nkj v.4 uffer Hems for safe, or buy excess ttems 

(rom yciu. To buy or seB Items. Simpfv waSt up lo a shopkeeper and stand an the marker. 

Shoppe Screen 

The Shoppe screen consists of three wiridows: one for armour, one for metec *w:apons. 

and one for Items. Moi>e the left ihurabsttck or directional pad left'rtgfrt to dlspby each 

wndow. Tlie left side of the screen shows the shopkeeper, current lotal carrying capacity, 

end gold. The bottom left comer of the screen displays the Hero Queue. 

NOTE: A Shoppes ivares change oiwr trme, so he siire to wsil often! 

Ustnj; shoppes In 2 ^ Player Codperallw Mode 

In cooperative pLiy, Heroes ijueue up ft4ien i^ing the Shcppe screen. To iorn the Queue. 

press the BACK button. 

Armour Window 

The cost and iwlghl of the atmour for ssL- appear in this wtndow, Annas appears fci ascending 

order accordins lo ly^ic and cosL Additimd tidalls and AC i-abss are dl<^bved in the dcsciipBon 

KK at the bottom of the screen as different amiouts are hi^>hll^ed. 

Melee Weapon Window 

1\k C0A and \Meighl d at weapons for aile appear m this ntndoiv, \Veapons appear ti ascending 

order accadfrig to ^pe and cost AJdttional details ^md damaf;c values are dispbyed tn the 

doscnptkm boK at the bottom of ihe screen as different nslee (Wapons are hlgWlsbted. 

NOTT-: Ttie displayed damage value tal(e; all cun-ent Hero bonu-ses fnto account. 
Item Window 

The cost and weisht of all lleras appear m tbts wlndew. Items appear In ascending order 
accordmg to type and cost. Additional details about the Items are displayed in the 
description box at the bottom of the screen as different hems are highll^cd. 
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B Living items 

To buv an Item, move the left ibumbsttc): or directional pad up/down to select It, and then 
press ihe ^ button. Provided you have enough gc4d, a conlirrr^ation box will appear. As 
needed, move the left ihumhirticlt or directional pad up-doim lo ad lust ciuantltv. i^-ess the 
O button again to COTifem imd buy, or pres.s the @ button to cancel. 

Sclllns; Items 

Wliile in the shoppe screen, press the O button to tojsle bctiveen buv mode and sell 

moiie. To sel a piece of armour, a weapon, or an ttem, move ibe left tbumbstjck or 

directional pad up/domi to select ft, and then press Q button to display tbc confimtatlon 

box. Ai; needed, move the left thumbslick or directional pad up,- down to adfust iju.milty. 

Press the ^ biilton again to confirm and make the sale, or press the (^ huttcfn lo 

canoe!. 

NPCs [NON-PLAYER CHARACTERS) 

You'll meet sewral people who will help by providing reissfons that lead lo vour ultimate 
ijuest lo defeat Kfledm, Rik ihe Shopkeeper and Vasak ihc Caretaker are two 5uch pecpl*. 
Help them out. and they' It help you. To t-iterad utth NPCs, just ivalk up to them. 
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THE MONSTERS 

Yciull ako mud mjny EtMriLmi; creatures JurJng your ijusst [o free Ciistle Baele from lis 
evil grip of Uttot, Learn their Jiffercnl strengllis .in.J vuinerahllltlcs ^or imiijntfrflhilitlesi) 
and use tfwm lo your a£fvjntaj>e. Good luck and good hunllngl 

HOBGOBLINS 

Hohj;i.+llnr. aw ii^j^v-ssFic, huriy huraanokis tfut iwjfie a pnpclual war against all other 
r.ices Mililarlsllc by nature, hohguhllns are encellenl melee corabjl3nL<i. HohsoSilin shoek 
tiLVps ,!re typically reinforced with arthers and shamans whc are bimm lo meld crude yet 
tLmgcrous elemenlal m.iglc. 

GIANT SPIDERS 

Denizens of caves and dari hallways, giant spiders feed off ihe hlood 
01 the ilvlng. Some .ire );no.m for their p.-ilnfut Sites while others have 
developed a vfclous and ijulck-acting pclson. Some 5pidi!rs even trap 
wary adventurers In shot-spun wehs. 

SKELETONS 

skeletons are ihe animaled bones of the dead tlia! nilnJles.tly obey the 
Dcder^ 11+ lh.*lr ^il maslern;- The pi?werp ot ihcGC und^ad varv, 
depending on what Acy were In tfreir former Itves. sUletons range from 
basic melee coTTtbatanls to powerftj spdltasters viAo now ebanncl their 
masters magic. Ttiey are vulnerable to holy water and the cleric s Turn 
Undead ability, but since skeletons have neither minj nor flesh, they 
are immune to poison and mental spells, 

BULETTES 

Uulettes are huge, voracious predators lliat attack atiyUnns they believe Is edlhlc. Cowred 
in thick, hard scales fnjm head lo toe. their arniourej plating malccs them nearly 
Imdnerablc. Bulettes are sditary creatures that lend to live in bone-strewTi fairs near 
hbraan or halliEng sdtlements where ibev can ftnd e^sy access lo prey. 

TROLLS 

Stmng and povwrlul creatures, trolls senerally travel h groups and have no fear of death. 
Tlieir overwhelming strength and razor sharp claivs can rend a body limb from limb. Their 
ability to regenerate makes ihem tough to defeat, but they are especially vulnerable lo ffn; 
and acid. 
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DROW 
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Drow, or 'Dar< Elves,' are an cv(l rsce of subtenfanean dwellers ivhose bodies cannot 
Stand direct sunlighl. Their society Is matriarchal jnd the males are often used as jJninLs 
In their armies, while ihc mling lem.ilcs are known lo be gifted vet undeniably 
sinister spellcaslers 



MIND FLAYERS 

VfrtioJty all creatures fear ihe hontfytng Mind Ftayers, Evil to theli core, they 
dirffghl in using psionlcs to toy ulth and to hami ihelr victims. Ttielr pskJnii; 
powers also protect thent from all forms of mental attack such as fear and 
stunning. Mine Flayers are solitary creatures and prefer to fight from a 
distance. Tliey have, however, been known lo summon other creatures lo fight 
wrth I hem. 






DESTRACHANS 

Deslrachans are blind, hut their lack of vision does not impair their 
abiilty to seek out and kill ihcir prev. Thcv hunt bv sound, using ibcjr 
hearing and sonic powers to locate, corner and ultimately dcvcur 
their foes. 

BEHOLDERS 

Nightmares do not comp.ire to the true lerror of a Beholder. Feared 
throu^out all lands. Beholders have posvetfui magical abilities that 
create patti and cause disruption for those caught In their gaze. Tlicy 
arc fortunately solitaiy aberrations, as lew survive lo tell the tale o; a 
Beholder encounter. 

YLL^N-Tl 

Secretive and evtl ereatures, the Yuan-Tt are a highly intclllgenl ard 

3ggreB.<itw race of reptilian warriors and sorcerers. Varying breeds of 

Yuan-Ti range Toni the huiiunold PuiebiiHjdii to the bestial 

Abominations, some ot ivhich are venomous. Tbelr reptilian blood .ibo 

ailmvs them lo -esifil the effects of poison entirelv- itiey are devout 

worehlppers of Men^haulk. a chaotic evt god sometimes referred to as The Setpenl Lord,' 

and can be fanallcal about their religious beliefs. 
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YRTHAK5 

Vrth.iks jrc hu^t-, magrc.i! and hllnJ htfast-; thai hunt Ihclr prey hy soLmd and movcmcnl. 
rticy prefer to altack from the air. suvcping the grcund ivltfr their attacb, ard are Icnown 
lo have sonic abilities, often building their nests In remote locations, Yrthab are typically 

sditary creatures. 

CLOCKWOiy<: WORKERS 

clockwork Wcnkerrs are magically animated Tni?ch3nijcfii ctvatlonit i^^ar. 
useii hy hfgli-Ecve! speflc^istcrs \o perform mimiat tasks on a br^ 
scnilf. They iiTc eificicnl ;ind Ml[-pottt"rtftl cncv crii^aicd, and can be 
i^ulttf hajTmless unle^A iheir uwrk Is disturbed. Since they ha^-e no minti 
and ^ mcchantcal htxiy- ihey aw Immune to poison and to ill! forms c 
mental attack. 

CLOCKWORK SOLDIERS 

Like the clocliwori* Workers. Clockwork Soldiers are magical 

iiirtomatons that exist wiely to carty out their mast^s hidtlins. 

Clockiwrk Su'ldk-rs ari' designed to iratch over the Ctock-work Workers 

jnd i-nsure their work carries on undisturbed, Tlicy >irc re.iiislant to 

mental attacks and poisort and aiie surprisingly fast lor their size. They are heavily 

armoured and cijutpped for combat. 

IRON GOLEMS 

Linhelbevahfy gargantuan constructs. Iron Golems are fearsome foes. Their tremendous 
forearms can shatter even the steeliest contidence and their poison breath can cripple the 
strongest lungs. Electrical and poisotvnis attacks are liitde against these maj^al creations, 
.ilthijugh ice-bdMd sttiicks ore siiid ttf he cffcctfve, 

FIRE GIANTS 

lioth bnital and siieahL' combatants, fire Giants live in militaristic groups 
and seldom light alone. When only one is seen, others are likely nearby. 
They dellohl in both melee and ranged comhat and are resisiant to all 
K-frm.^ oi [ire dama^. They are. however, vuberable to lce-ha.sed attacks. 

MAGMA GOLEMS 

Compo?^ed d pure motten rock. Magma Golems Inhahlt hoi, fitfTy locales. The pure nature 
c\ their rtiiignij makes them lethal eomhatanls. Th\*v are csmipWtely resistant to all fire 
carnage, but are vuhierahic to lee-hai 






./ RED DRAGONS 

Red Dragons fHV krHjim ihrou^out t^^ v.'orids icr their cvA nature and InEintiable desire for 
treasurer Thev are inteliJ^nt. csJnIident. and fearless. Fire Is their tried-and-true Irlend, 
and those who sun^ve a Red Dragcn s fire often dk' a far less- mere (ful death. 

OSYLUTHS 

D'c^rtcriJu-''' -iiid diin^erou-';, i^utck mtMrg Osvluths are diCTmijns and ar*? 
soTtieUmes referred to .is 'beme devils/ Att.^cheJ tci their sickly, skeieta] 
irames are long taltfl w-hose ends can pietce the toughest armour to 
dettvcr an unho[y poJson stln^. Tliey are r^aturaJly resL-ntant tu poison 
and to all forms of mental attack. Osv^ulhs hate alt creatures and i^ttairk 
most anything that moves, employing their dark magjc at will. Boti^ hi^jy 
water and the dene's abllHy to Turn Undead have ^wd many an adventurer from 
these creatures. 

BONE NAGAS 

Eii?ne Najjas sk animated skeletal remains. Their long. slltheriT\g hi-Hiiej^ 

mtn-e effortless!;/ and i^iriekH', and thev are regularly used as guardi-ins 

in ihe temples oi the undead. A lione Na^ a strike can deln-er a 

delfilltaUn^ aiuj painful ^lolscii, ^vhjle tts liv^^^not^ ^,izc on stop the 

gtron^st foe fn its tracks, tike other undead creatures, Bone Nagas 

are resistant to poU^Jon and to all ftmns of mental attack, hut are susceptible to holy ^^-ater 

and to the clertc's ability to Turn Ltndead. 

BLOOD GOLEMS 

A mottled and coagulated mess. Blood Golem£ are magkafiy controlled by their creators 
find iice built fict^i titc blood ^i^d l^odv p>:irts uf tliclr cveatars'' vfctMis. Bl^cd Gc^criis serve 
as both sentries and protectors, and as warnings tLi mtruders. Since they are constructs. 
Blood Colems are immune to mental attacks and poison, and although their creators may 
be undead, they themseWs are not affected by hoty water or by Turn Undead spells. 
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LICHCS 

Ui:h(;-! UK exXrasmiinsiiiy [HJWt'riul unik'aij spelkastcrs v,ho hjvc twcn 
able Ic fflSend thefr lives twyonct tfie grave. With a wkk variety uf sfwlls 
.It thiMF jL^posal. they are oflin as hrtfliant as thov are insane, and 
relish the chance to slay a If^ing (jppi?nent. Althou^ ihev are L;ndcad 
beings, their m3pi is ulk-n so fiowerfiJ that standard undead 
™lneral>ilittes camirt be exploited. 



ICE BARBARIANS 

Ice liarlrarians are wild md reckless ivaiTtors tnoiin for ralJtn^ moimtain 
vllLij^'s and mercilessly slnuKhtertng aryorw ttawUins In their terrttory. Tlie 
harshness oi their envtronment has touj>hened their hides and honed thi'lr 
simsas. ntitbriK them resistant to Ice and cold. They arc. hmvever. weals in 
the liice of fire. Ice Barhiirlans are said to fight ^vtth the strength et several 
men, and they frei;;Ljcntly attael; In small groups to owrwhelro llieir 
oppmenti hy brute force. 

ICE GOLEMS 

Constructed an the subzero planes. Ice Golems are threatening 

creatures whose attaclis can render their encmica frozen In placij. ihev 

are massive creations iilth amazing strength and aie able to cau.se 

dcvastattng damage with a single bloiv. Despite their siie, they can blend Info their 

surroundings and are able to take thefr enemies by surprise. Ice Golems are especially 

xiinerahle to frre attacks but inioineroble to ice damage. 

FROST GIANTS 

Frost OUnti^ arc eni^miou.^ humanolds thnt make their home in fresen Udds. They arc 
deslructfvc raiders and ar^' often at war with marau.^tng Ice Barbartans, They are adept 
ivarnors hut ako pos-sess the magical powers ot the lev realm they inhabit. The effects of 
Ice-tvpe spells are lost upon the»n, although fire can be potent against them. 






Ci^r Sim 
FROST WORMS 

Fn?5t Womifi jftf thi" fiihric ol Ei?^ndgr fCir*:ly seen - or s^cn often, bul 

rarely survjvtfti - Frost Wumts tower ever their victims and attempt la 

devour them lAlth ihetr huge mar>dililes. Tlieir trills can stop .i m^in n 

hii iTiircks and their bksL<^ of cold hreiilh cm break flesh from hone 

The hatchltn^s cf I'rost Wormf; are often spotted ihrou^oiit frozen bnds, unlike their 

br^^r khi- Both brge and smali I- rest Worms are invulnerable to Ice altairks. hiit especuUy 

vulnerabk to ^. 

RAGE GOLEMS 

Magically conshucted from tjie rage of their creators. Rage Golems are unholy creations of 
^E. These nig^ilmarish figures possess thrashtng tendrfU and snapping cLu^'S^ and lltTiilii:!d 
magical abilities that servnr to enhance the terror they instil in thdr utctlnts. Rcir^ 
constructs, they are resistant lo poison and alt fomis af m*nljil aUiSck. 

BEBILITHS 

Beblliths are grant, predatory demtsn .sptd^rs that attack anvtbing foolish erwugh to 
approach their lairs. Aithou^ their bites are ferocious, their wehs and magical attacks arc 
cau<ic for greate- concern, ficbflllhs are Immune to poison and are rarely encountirea 
unprotected. yir<e they are demons. bol> water and the cleric s Turn Undead ablttty can 
prove ijuite useful in an encounter wttb a Beblftb. 



GARGOYLES 

Cargo>^es are magical, (lying hciisLs that make exceDent guardlaas, since 
they take great delight In the destnictJon of other beings. They haw been 
known to Imitate stsdues and wiH wail motionless and without a soind for 
prey to anive, swooptng in to catch thert^ off guard. Their svtiftncss and 
stonc-like skin inakes a Gargoyle a challeige ivhen encountered alone, yet 
diev rarely are. 
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